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0 Image processing. 

0 Texture mapping or video mapping is performed 
in such a way as to obtain perspectively correct 
images, while at the same time not requiring exces- 
sive computational overheads. 

Non-linear functions required to achieve per- 
spectively correct images are stored in the form of 
look-up tables. Depth extents at the extremes of a 
locus of interpolation are compared and from this 
comparison a particular look-up table, or a pair of 
look-up tables, are selected. When are pair of look- 
up tables are selected, it is possible to linearly 
interpolate between the two, in order to obtain a 
closer approximation to the desired non-linear re- 
sponse. 
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The present invention relates to a method of 
image processing and an image processing ap- 
paratus. 

In particular, the present invention relates to 
rendering a two dimensional frriage from three di- 
mensional image data^ wherein a polygon defined 
in three dimensional space is projected into two 
dimensional space and pixel values from a two 
dimensional image are mapped onto pixel positions 
within said projected two dimensional polygon. 

Computer graphics systems are known in 
which two dimensional video images or two dimen- 
sional textures appear wrapped around a solid 
three dimensional object. A three dimensional ob- 
ject is represented as three dimensional image 
data, in which the vertices ot poiyhedra are defined 
as three dimensional co-ordinate locations within a 
virtual three dimensional world, commonly referred 
to as world-space. The object is viewed by produc- 
ing a two dimensional projection from the three 
dimensional data, so as to produce a still two- 
dimensional image, or a sequence of images, 
which may be recorded onto the photographic film 
or a video carrying medium. 

The position of objects, along with viewing po- 
sition and orientation, may be adjusted within the 
three dimensional world-space, resulting in a se- 
quence of projections being calculated. These pro- 
jections may be calculated on a frame-by-frame 
basis, possibly in real time, thereby facilitating the 
creation of a virtual interactive environment. 

In order to effect the rendering of three dimen- 
sional objects, each surface of a polyhedron may 
be considered individually, thereby reducing the 
object to a net of polygons. Thus, it is possible to 
project the object on a polygon-by-polygon basis 
and to calculate lighting values for each polygon, 
so that displayable pixel values may be determined 
for the pixel positions which lie within the projected 
polygon boundaries. 

In addition to identifying solid colours for each 
polygon surface, it is also possible to map an 
existing video frame onto the polygon surfaces, so 
that it appears as if a fiat two dimensional image 
has been wrapped around the three dimensional 
object. The video frame may consist of a single 
image, thereby creating the effect of a texture 
being mapped onto the three dimensional object. 
Alternatively, the video image may consist of a 
video sequence, thereby creating the effect of a 
moving video image being wrapped around the 
solid object. 

In the three dimensional world-space, polygons 
have orientations in the x, y and the z dimensions. 
However, once projected onto a two dimensional 
plane, the polygons are defined with only two di- 
mensions which, in order to distinguish these from 
the X, y and z dimensions of the three dimensional 



world, will be identified herein as X and Y dimen- 
sions. Thus, within a video frame, lines are 
scanned from the top left corner, in which travers- 
ing across a line is achieved by increasing values 

5 of X and advancing to the next line is achieved by 
increasing values of Y. 

In order to create the illusion of a three dimen- 
sional object being viewed, it is necessary to take 
account of perspective, when projecting the three 

10 dimensional polygons onto the two dimensional 
plane. This is a non-linear process and. conse- 
quently, computationally demanding. It is therefore 
preferable to project the vertices of the three di- 
mensional polygons onto positions within the two 

15 dimensional plane and thereafter perform further 
operations, such as shading and rendering, on the 
two dimensional polygons, such that it is only nec- 
essary to perform calculations with respect to two 
dimensions, rather than three. 

20 It is also conventional to perform manipulations 

on the two dimensional polygon by processes of 
linear interpolation. Thus, in preference to allocat- 
ing a single colour to each polygon surface, there- 
by resulting in a clear identification of the polygon 

25 boundaries, it is possible to perform Gouraud shad- 
ing on the polygons by identifying a polygon colour 
for each of the vertices. Thereafter, pixel positions 
along the edges of the polygon are calculated by 
linearly interpolating along said edges and pixel 

30 values within the polygon are allocated values by 
linearly interpolating across the horizontal scan-line. 

Although this process works adequately well 
when performing solid shading on an object, it has 
a major disadvantage when performing texture or 

35 video mapping. 

As previously stated, the purpose of performing 
texture mapping or video mapping is to create the 
illusion of a texture or video image being wrapped 
around a solid three dimensional object Thus, the 

40 desired result will be achieved if the calculations 
are performed in the three dimensional world- 
space. However, as previously stated, this is com- 
putationally demanding and would not, therefore, 
be realised in most practical embodiments. How- 

45 ever, performing the mapping operation on the two 
dimensional polygon by a process of linear inter- 
polation fails to take account of the non-linear na- 
ture of the perspective, resulting in incorrectly cal- 
culated values and clear errors in the final output 

50 image. 

According to a first aspect of the present in- 
vention, there is provided an image processing 
method for rendering a two dimensional image 
from three dimensional image data, wherein a poly- 

55 gon defined in three dimensional space is projec- 
ted into two dimensional space and pixel values 
from a two dimensional image are mapped onto 
pixels within said projected two dimensional poly- 
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gon. characterised in that: positions within said two 
dimensional images are identified along a locus to 
be interpolated by addressing values from a look- 
up table to obtain a substantially perspectively cor- 
rect mapping. 

Thus, the present invention allows mapping 
values to be calculated, initially, by a process of 
linear interpolation. The values calculated by this 
method may then be perspectively corrected by 
addressing the look-up table. 

According to a second aspect of the invention, 
there is provided an image processing apparatus 
arranged to render a two dimensional image from 
three dimensional image data, such that a polygon 
defined in three dimensional space is projected 
into two dimensional space and pixel values from a 
two dimensional image are mapped onto pixels 
within the projected polygon, characterised by: 
storage means arranged to store took up tables of 
values defining perspective-correcting functions, 
and processing means arranged to interpolate a 
locus of positions within the input image by ad- 
dressing values from a look up table so as to 
perspectively correct the interpolated positions. 

Thus, the present invention provides an advan- 
tage of allowing perspectively correct video and 
texture mapping, but with minimal additional com- 
putational requirements. 

The invention will now be described by way of 
example only, with reference to the accompanying 
drawings, in which: 

Figure 1 shows an image processing apparatus, 
including a processor having circuitry for effec- 
ting two dimensional texture mapping; 
Figure 2 shows a two dimensional polygon hav- 
ing a texture mapped thereon; 
Figure 3 shows the effect of a linear mapping 
and a perspectively correct mapping; 
Figure 4 details part of the processor shown in 
Figure 1, including a plurality of look-up tables 
for storing mapping coefficients; 
Figure 5 illustrates non-linear functions defined 
by coefficients stored in look-up tables, of the 
type shown in Figure 4; and 
Figure 6 details part of the processor shown in 
Figure 1 , for selecting a particular look-up table. 
An image processing apparatus Is shown in 
Figure 1, having a processing unit 15. arranged to 
process three dimensional image data to produce a 
viewable two dimensional view of a virtual three 
dimensional world. Three dimensional data and 
instructions controlling the operation of the proces- 
sor 15, are stored via a permanent storage device 
16, which may include a magnetic disc, an optical 
disc, a magneto-optical disc or other suitable stor- 
age medium. For example, the data could be 
stored on a conventional audio-type compact disc 
(CD-ROM) or any other medium capable of sup- 



plying data to the processor 1 5 at the required rate. 

Video images are supplied to a video monitor 
17, which could be in the form of a conwer)tional 
television receiver. Furthermore, interactive inputs 

5 are received from a controller 18, which could take 
the form of a keyboard, tracker-ball, mouse or 
dedicated key -pad, etc. 

Three dimensional data is stored by defining 
the position of polyhedra vertices in a three dimen- 

10 sionaJ coofdinale space. A two dimensional view of 
the three dimensional data is produced, on a 
Irame-by-frame basis, by considering the vertices 
as being connected by straight lines, thereby defin- 
ing a net of flat polygons. A view is rendered by 

T5 considering each polygon in turn, possibly after 
performing back face culling, etc so as to remove 
polygons which are not visible from the particular 
view under consideration. Thereafter, a list of poly- 
gons may be defined, which ensures that the pofy- 

20 gons are rendered in the correct order. 

It is possible to allocate a solid colour to each 
of the polygons or, alternatively, to identify colours 
for the vertices and thereafter allocate colour val- 
ues for each pixel within the polygon boundary by 

25 a process of linear interpolation. A similar process 
may also be performed to effect texture mapping 
Of video mapping, the feature of which is illustrated 
with j-eference to Figure 2. 

in Figure 2, a polygon 21 has been projected 

30 into a two dimensional viewing plane by processing 
three dimensional co-ordinates for vertices 22. 23 
and 24. Thus, these vertices were previously de- 
fined in a three dimensional space, having x, y and 
z coordinates and are projected onto a two dimen- 

35 sional (X,Y) plane. 

The conveyance of information obtained from 
the z dimension to an observer is achieved by 
ensuring that the polygons are rendered in the 
correct order, that is to say, polygons towards the 

40 rear (having greatest z extent) are rendered before 
polygons which have lower values of z, thereby 
ensuring that the polygons closest to an observer 
occlude polygons which are further away from the 
observer. Furthermore, information derived from 

45 , the z dimension is also retained by ensuring per- 
spectively correct projection of the polygons onto 
the two dimensional plane. 

After projection, vertices 22, 23 and 24 are 
positioned at perspectively correct locations within 

50 the two dimensional image-frame. Each vertex con- 
tains co-ordinate locations reflecting a mapping 
from the three dimensional world space to the two 
dimensional image plane, in the form of a three 
dimensional co-ordinate set and a two dimensional 

55 co-ordinate set. In addition, each vertex may also 
contain other information, such as that defining 
aspects of the surface of the polygon, such as its 
colour, opacity or specularity, etc. 
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In the present embodiment, the processor is 
concerned with mapping a two dimensional Image 
frame onto a three dimensional object, wherein 
said object is defined in the three dimer^sior^al 
world-space. Part of a two dimensional object is 
identified as reference 25 in Figure 2. The two 
dimensional image is a conventional video frame, 
to provide a mapping of a video texture onto the 
three dimensional object. Alternatively, a sequence 
of video frames may be considered, resulting in the 
mapping of a moving video sequence onto the 
three dimensional object. Thus, the video frame 
consists of an array of multi-coloured pixels, which 
may be defined as RGB values, luminance plus 
colour difference values or a compressed repre- 
sentation of such values. The position of each pixel 
within the image frame is identified by measuring 
along a scan-line from the top left corner, in order 
to give a U co-ordinate and measuring the number 
of scan lines down the frame, resulting in a V co- 
ordinate. Thus, it should be emphasised that the 
notation U and V is used herein to identify co- 
ordinate locations within the originating image and 
should not be confused with colour difference sig- 
nals used in the PAL system. 

Returning to the polygon 21, said polygon may 
be considered as an area of an output image and 
the purpose of the texture mapping procedure is to 
identify pixel values for said area. Thus, the image 
frame may be built up in a storage device and 
once completely full, that is to say, once pixel 
values have been calculated for all of the pixels 
within the frame, said frame may be raster scanned 
in order to produce an viewable video signal. 

Vertices 22, 23 and 24 were originally defined 
in three dimensional space, each having a coordi- 
nate position (x.y.z). The projection into the two 
dimensional plane results in each vertex having a 
two dimensional coordinate within the viewing 
plane (X, Y). Thus, thie vertices 22, 23 and 24 
define an area of pixels within the output video 
frame, bounded by triangular polygon 21 . 

In theory, it would be possible to consider each 
pixel within triangle 21 in the three dimensional 
world space. Thus, the input two dimensional im- 
age 25 could be mapped into the three dimen- 
sional world space, pixel values could be calcu- 
lated within said space, whereafter said pixels 
could be projected into the two dimensional view- 
ing plane. However, such a procedure would be 
computationally expensive and it would not allow 
the texture mapping facility to be implemented on 
many practical platforms. 

As previously stated, it is known to effect types 
of shading by considering each of the vertices 22, 
23, 24 and interpolating therebetween. Thus, a 
similar procedure may be adopted for effecting 
texture mapping, in that a mapping is defined for 



each of the vertices, whereafter mappings for each 
of the pixels bounded by the polygon are cal- 
culated by interpolating between the information 
which is available. 

6 The process may be initiated by identifying the 

vertices having the lowest value of Y which, in this 
example, would be vertex 24. Thus, rendering, from 
top to bottom on a line-by-line basis, would be 
initiated from vertex 24. 

10 A mapping is defined for vertex 24 which iden- 

tifies a particular pixel location within the input 
image frame 25. Thus, in addition to an (X,Y) 
position being defined for a vertex 24, a (U.V) co- 
ordinate is also defined for this vertex. Thus, a 

T5 pixel within the output image frame is defined at 
position (X,Y) of vertex 24, having colour values 
obtained by mapping a pixel from the input image 
frame 25 from position (U,V) in the input frame. 
Simi'farly. a pixel value at vertex 22 is defined by a 

20 (U.V) coordinate mapping into the input image 
frame, along with a (U,V) co-ordinate within the 
input frame for vertex 23. 

For a triangular polygon 21 to be fBndered, it is 
apparent that a triangular region of pixels within the 

25 input image frame 25 will be mapped onto the 
pixels within polygon 21. In known systems, pixel 
values, defined by (U,V) co-ordinates, are identified 
for all of the pixel locations (X.Y) within the polygon 
region by a process of linear interpolation. Thus, X 

30 and Y values for vertex 22 would be subtracted 
from the similar values for vertex 24. This dif- 
ference would then be divided by the number of 
pixel spacings between vertex 24 and 22, resulting 
in gradient values which may be added succes- 

35 sively from scan-line to scan-line, while traversing 
from vertex 24 to vertex 22. Similarly, a linear 
interpolation may be performed between vertex 24 
and 23, whereafter further processes of linear inter- 
polation may be performed across the scan-line, to 

40 produce U and V values for each pixel along each 
of the scan-lines. 

Referring to Figure 3, a two dimensional input 
image texture is illustrated at 31 and a representa- 
tion of a three dimensional object, onto which the 

45 two dimensional image texture is to be mapped, is 
identified at 32. 

As illustrated in Figure 2, mapping and render- 
ing are effected with reference to triangular poly- 
gons, therefore a first stage would consist of sptit- 

50 ting the flat surfaces of object 32 into triangular 
renderable polygons and projecting the polygons 
onto a two dimensional plane. Thereafter, maps are 
defined for the polygon vertices and additional po- 
sitions are interpolated, such that individual pixels 

55 within the polygons are identified by a direct two 
dimensional mapping from the input image to the 
output image. 
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The effect of using a conventional linearly inter- 
polated mapping is illustrated by reference 33. As 
shown in this diagrann, the mapped image is dis- 
torted and has been mapped with insufficient re- 
gard to the perspective. A perspectively correct 
mapping is illustrated by reference 34, in which it 
does appear that the originating image, illustrated 
at 31, has successfully been wrapped around the 
object illustrated at 32. However, it is not possible 
to achieve such a mapping using conventional 
techniques for linearly interpolating U and V values. 

In the present embodiment, a mapping of pixel 
values from a two dimensional input image to an 
output two- dimensional frame is achieved by inter- 
polation, however, said interpolation is performed 
with respect to a non-linear reference, thereby in- 
corporating the non-linear effects (due to the non- 
linear projection) so as to correctly represent the 
perspective of the output image. 

In the present embodiment, positions within the 
input two dimensional image, image 25 in Figure 2, 
are identified along a locus to be interpolated, such 
as the locus of pixel positions along line 22 to 24 
or the locus of pixel positions along individual 
scan-lines, by addressing values from a look-up 
table to obtain a substantially perspectively correct 
mapping. 

The nature of the non-linear function will vary, 
depending upon the depth ratio of the two positions 
being interpolated. Thus, a plurality of functions are 
defined by the look-up table and a particular func- 
tion is selected by making reference to this ratio. 

A circuit for performing perspectively correct 
interpolation is shown in Figure 4. An interpolation 
is performed between a first pixel position in the 
output image frame to a second pixel position 
within said frame. For each of these pixel positions, 
defined by their X and Y coordinates, pixel values 
are also identified in the input image frame, defined 
by U and V coordinate locations of said input 
image frame. 

Between the two defined pixel positions in the 
output image frame, a plurality of pixel positions 
are present, for which interpolated values of U and 
V are required. In addition, the two defined X and Y 
locations in the output frame have associated z 
values, derived from the original three dimensional 
world space. This z information is also required in 
order to select a particular look-up table, which will 
provide the non-linear perspectively corrected re- 
sponse required. 

Referring to Figure 2, an interpolation between 
vertices 22 and 24 may be considered, as an 
example. Vertices 22 and 24 are both defined 
posttionally within the output frame by (X,Y) coordi- 
nates. In addition, each position also has an asso- 
ciated (U,V) coordinate location identified therewith, 
identifying a pixel in the input image frame 25. 



Position 24 is separated from position 22 by 
ten pixel spacings. Therefore, in order to identify 
the increments or gradients between adjacent pix- 
els, it is necessary to drvrde the difference between 

5 the values for U and V at locations 22 and 24 by 
ten, that is, by the number of pixel spacings be- 
tween them. 

Thus, in order to perform an interpolation be- 
tween positions 22 and 24, the (X,Y) coordinates, 

10 the original z position and the (U,V) coordinates are 
supplied to a processor 41, for each of said posi- 
tions. The z value for each of the positions is 
supplied to a selector 42, arranged to select a 
particular look-up table to be used. After the selec- 

/5 tor 42 has processed these z values, a selection 
signal is supplied to a memory device 43, identify- 
ing a particular look-up table for the purpose of 
calculating the interpolation. 

Thus selector 42 has now effectively deter- 

20 mined the levei of perspective and ma^de a particu- 
lar non-lf nearly programmed took up table available 
to processor 41. The processor 41 examines the 
(X,Y) coordinates for each of the vertices and cal- 
culates the pixel spacing. Thus, the vertices define 

25 a locus of pixel positions and, for each of these 
pixel positions, the processor 41 is required to 
identify a (U,V) coordinate in the input image 
frame, such that an input image pixel can be 
mapped onto the pixel position (X,Y) in the output 

30 frame. In accordance with the invention, this locus 
is interpolated by addressing values from the se- 
lected look up table to provide a substantially per- 
spectively correct mapping. 

Clearly, the range of possible U and V values 

55 within the locus may be very large, therefore it is 
necessary to scale the values before the look up 
table is addressed. The U and V values are consid- 
ered sequentially and in substantially the same 
way. Considering the U values, a first vertex will 

40 have a particular U value and a second vertex, 
defining the other end of the locus, wilt {in the non- 
trivial case) have a different U value. To allow entry 
to the look up table, these values are scaled to 
values of zero and unity respectively and the scal- 
es ing factor is retained to allow intermediate pixel 
positions to be scaled and to perform the reverse 
operation on values read from the look up table. 

Thus, the scaled difference in U (or v) between 
the defined values, which will always be equal to 

50 unity, is divided by the number of pixel spacings 
between the extreme values. The result of this 
division identifies the scaled distance between pix- 
els to be interpolated. This value also provides an 
entry address to the look up table for the first pixel 

55 to be interpolated. Thus, a value between zero and 
unity addresses the look up table and a similary 
proportioned value is returned. This value is then 
de-scaled to provide a valid, but perspectively cor- 
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reel U location within the input franne. 

The scaled distance is now added to the pre- 
viously calculated scaled value to provide a scaled 
value for the second pixel to be interpolated. Again, 
this value addresses the look up table to produce a 
modified version, which is de-scaled to provide a 
real U address for the next pixel. Thus, this pro- 
cess of adding the scaled distance to the pre- 
viously scaled position, reading a value fronn the 
look up table and de-scaling continues until all of 
the positions along the locus have been interpo- 
lated. The procedure is then repeated for the V 
values, whereafter a pixel value can be read fronn 
the input franne for each interpolated co-ordinate 
pair. 

The selector 64 is detailed in Figure 6, Firstly, 
it should be noted that the response curves iden- 
tified in Figure 5 are symmetrical, therefore a sin- 
gle response curve may be used for two positions, 
with a flag being set depending upon whether, as a 
vector moves from a first position to a second 
position it is backward facing or forward facing. 

Selection is made by considering the z posi- 
tions of the points being interpolated between. As 
the interpolation is effected, this z information has 
been lost, therefore, the z positions must be con- 
sidered by referring back to the original three di- 
mensional world-space. However, once the com- 
parison has been made and a particular non-iinear 
response selected, no further reference is required 
to the z dimension. 

Interpolation is performed between a point A 
and a point B. The z distances for said points, z(A) 
and z(B) are supplied to a comparator 70. which 
determines whether a point A is in front of point B 
or vice versa. As a result of this comparison, a flag 
indication is made on a line 71 if z(A) is greater 
than z(B). This information is supplied as part of 
the address to a look-up table 43, ensuring that the 
stored positions are addressed in the correct ori- 
entation, thereby taking advantage of the symmetri- 
cal redundancy. 

The z(A) and z(B) values are also supplied to a 
selector 72 which, in response to the output from 
the comparator 71, ensures that the position having 
the largest z value is supplied on an output line 73, 
while the position having the smaller z value is 
supplied on an output line 74. 

Outputs on said lines 73 and 74 are supplied to 
respective priority encoders 75, 76 and shift regis- 
ters 77. 78. 

The priority encoders identify the position of 
the most significant bit for the z value and, as a 
result of this determination, effect a number of 
shifts in their associated shift register, 77 or 78, 
such that the most significant bit is shifted to the 
left most side of the word. 



The output from the priority encoders, indicat- 
ing the number of shifts required, is therefore 
mathematically equivalent to the integer compo- 
nents o1 the log to the base 2 ofthe original num- 

5 ber. The word read out from the shift registers 77 
and 78 is truncated, possibly to three bits, and said 
three bit values represent the fractional part of the 
log to the base 2 of said distances. 

These fractional parts are read from shift regis- 

10 ter 77 and 78 and supplied to a look-up table 79, 
which in turn provides a further output to a look-up 
table 80. Addressable lines to the look-up table 80 
are increased by receiving the output from priority 
encoder 75 to produce an output which is supplied 

75 to a further look-up table 81. Similarly, the number 
of input address lines to look-up table 81 is in- 
creased by the output from priority encoder 76. 
Thus, look-up table 81 produces integer numbers 
identifying particular look-up tables within addres- 

20 sable device 43. Alternatively, device 43 may in- 
clude sufficient memory for one particular look-up 
table and, in response to a selection made by 
selector 42 sard look-up table may be programmed 
with a suitable function, of the type illustrated in 

25 Figure 5. 

The size of the look-up table 43 may be re- 
duced by storing less than the required number of 
values for each particular function. Thereafter, spe- 
cific values may be determined by a process of 

30 linear interpolation. As shown in Figure 6, the out- 
put from look-up table 81 produces an integer 
value N and. in addition thereto, adds unity to the 
value N1 to produce an integer value N2, incre- 
mented by 1. In this way, it is possible to address 

35 two look-up tables within table 43 and, therefrom, 
to produce a modified response by interpolating 
two actual responses read from the table. In this 
way, the resolution of the system may be improved 
for a given number of functions stored within the 

40 table 43. 

Thus, the use of a plurality of look-up tables 
allows non-linearities due to projection to be taken 
into account, while interpolating solely within the 
two dimensional images. Thus, acceptable per- 

45 spective results are achieved without actually per- 
forming perspective calculations for each pixel and 
without forming a large number of computationally 
expensive operations. 

From reading the present disclosure, other 

50 modifications will be apparent to persons skilled in 
the art. Such modifications may involve other fea- 
tures which are already known in the design, manu- 
facture and use of image processing apparatus and 
devices and component parts thereof and which 

55 may be used instead of or in addition to features 
already described herein. Although claims have 
been formulated in this application to particular 
combinations of features, it should be understood 
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that the scope of the disclosure of the present 
application also includes any novel feature or any 
novel combinatfon of features disclosed herein ei- 
ther explicitly or implicitly or any generalisation 
thereof, whether or not it relates to the same inven- 
tion as presently claimed in any claim and whether 
or not it mitigates any or all of the same technical 
problems as does the present invention. The ap- 
plicants hereby give notice that new claims may be 
formulated to such features and/or combinations of 
such features during the prosecution of the present 
application or of any further application derived 
therefrom. 

Claims 

1. An image processing method for rendering a 
two dimensional image from three dimensional 
image data, wherein a polygon defined in three 
dimensional space is projected into two dimen- 
sional space and pixel values from a two di- 
mensional image are mapped onto pixels with- 
in said projected two dimensional polygon, 
characterised in that; 

positions within said two dimensional im- 
age are identified along a locus to be interpo- 
lated by addressing values from a look-up ta- 
ble to obtain a substantially perspectively cor- 
rect mapping. 

2. A method according to Claim 1, wherein a 
plurality of look-up tables are provided and a 
required look-up table is selected by process- 
ing depth values. 

3. A method according to Claim 2, wherein said 
depth values are processed by dividing a first 
by a second, in order to produce a table selec- 
tion value. 

4. A method according to Claim 2, wherein said 
depth values are processed by calculating the 
logarithm for each of said values. 



mensional image data, such that a polygon 
defined in three dimensional space is projec- 
ted into two drmensional space and pixel val- 
ues from a two dimensional image are mapped 
5 onto pixels within the projected polygon, 

characterised by: 

storage means arranged to store look up 
tables of values defining perspective-correcting 
functions, and 

TO processing means arranged to interpolate 

a locus of positions within the input image by 
addressing values from a look up table so as 
to perspectively correct the interpolated posi- 
tions. 

75 

8. Apparatus according to claim 7. wherein said 
storage means is arranged to store a plurality 
of iook up tabSes ami a selector Is arranged to 
select look up tabtes by pj'ooesslrjg ^iepth (z) 

20 values. 

9. Apparatus according to claim 8, wherein said 
selector is arranged to divide a first depth 
value by a second depth value to produce a 

25 table selection value. 

10. Apparatus according to claim 8, wherein said 
selector processes depth values by calculating 
the logarithm of said depth values. 

30 

11. Apparatus according to claim 10, wherein said 
selector includes a shift register, means for 
shifting values in said register and processing 
means for processing said shifted values, to 

35 provide an indication of the required iook up 

table. 

12. Apparatus according to any of claims 7 to 11, 
wherein said selector is arranged to select two 

40 look up tables and said processor is arranged 

to interpolate values between values read from 
said look up tables. 



5. A method according to Claim 4, wherein said 45 
values are shifted and an indication of the 
number of shifts made are supplied to look-up 
table means to produce an indication of the 
look-up table to be selected for the mapping. 

50 

6. A method according to any one of Claims 1 to 
5, wherein two look-up tables are selected and 
new values for performing the look-up opera- 
tion are determined by a process of linear 
interpolation. 55 

7. Image processing apparatus arranged to ren- 
der a two dimensional image from three dt- 
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